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Author’ Note

Once more into the breach dear friends! 
Howdy, good people. I thought I’d take a 
moment to write my thoughts on Innana’s 

Kiss and how it came about. First I want to thank 
you for your purchase of this adventure. I hope your 
gaming group enjoys it as much as mine did.

Once we published Weekend Warriors 12 to 
Midnight needed a new 
convention game. We 
wanted to do another 
military horror game. 
We discussed several 
possibilities, some of 
which may be done 
someday, but Innana’s 
Kiss grabbed me and 
would not let go. 
I wanted to create 
a modern military 
game with the first 
edition AD&D 
“Tomb of Horrors” 
feel. I hoped that 
Innana’s Kiss would 
prove to be a dan-
gerous dungeon 
crawl. One that 
tests the best play-
ers and provides 
them with many 
surprises along 
the way.

The most fun can be had when the GM 
tricks the players. This wily GM does not let the 
players know its a horror game, but promotes it as a 
purely modern military adventure. Then when the 
surprises happen, the players are totally caught up in 
the drama and horror.

I wanted players to begin with a basic firefight 
against terrorists. The story then moved to investi-
gate an ancient and bizarre village. Here they find a 
temple, which leads into the dungeon crawl. Finally 
they discover that the root of all the horror is an 
alien! The players’ reactions are fun to watch, and 
every playtest has been a blast.

Heh, unfortunately no playtest group has won 
the scenario, but all had fun in the attempt. Hence 
the Tomb of Horrors feel. The first playtest had the 
entire party except for one poor soldier converted to 
servants of Innana. The lone survivor made an es-
cape, but with the party on his heels. It was a night 
to remember for all!

This adventure is meant to be a one-shot game and 
should NOT be used as a 

campaign module, as 
the players may lynch 
the GM who attempts 
to do so! This module is 
a killer. So use the pre-
generated characters and 
have fun with it.

I considered making 
it easier, but I felt that 
by doing so I would not 
be true to the game I had 
created. The adventure 
is very linear. That is the 
constraint created by de-
signing a convention game, 
which is to be played in 
four hours.

I would also like to say 
that while Innana’s Kiss is a 
game that takes place in one 
of the world’s most troubled 
spots, neither I nor anyone at 
12 to Midnight take the sac-
rifices of the coalition soldiers 

or the Iraqi people lightly. Our hearts are with the 
brave soldiers and those Iraqis working to establish a 
better, democratic Iraq.

So I dedicate this game to the true heroes of our 
time--those who stand against oppression, and for 
freedom. 

Peace

Ed Wetterman
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Section 0: GM Preparation

Introduction
Over 5,000 years ago, the Sumerians believed their 
gods came to the Earth and took up residence. 
Sumerians, Akkadians, Assyrians, and Persians 
worshipped these early gods and goddesses. Then, 
suddenly, the religion of the Sumerians died. This 
blood soaked land, conquered by countless invaders 
has changed rulers many times, but the legends of 
the Sumerian myths remained to haunt the inhabit-
ants of this land. Warfare and death are their fate, a 
never-ending cycle of terror and horror, from one 
regime to the next. But now the Americans have 
arrived… and things will change. One way or the 
other, things will change.

Levels
This adventure is a tournament game using pre-
generated characters. The characters represent US 
Army Soldiers. These characters include a Lieuten-
ant (Intelligence Officer), a Sergeant, a Corporal, 
and several Privates. Their equipment and skills are 
listed on their character sheets. 
Spend some time prior to 
playing speaking with the 
players. The purpose of 
this dialogue is to help you 
choose appropriate players 
for the LT and sergeant. 
Let the rest of the players decide 
which character they wish to be. 
The LT Player should have some 
knowledge of the Iraqi war and 
maturity would help keep the 
game and other players moving. 
The sergeant is important in this 
aspect also, though the LT has information no other 
soldier possesses.

GM Notes 
Determine who is playing which character, and al-
low them to place their soldier in the Humvee and 
Bradley to begin the game. Answer any questions 
regarding their orders or weapons before play. The 
party may consist of four to twelve soldiers. One 

must be the LT, one the sergeant, and the rest are 
be enlisted men. A party of four may ride inside a 
Bradley. If more soldiers play, they have the option 
of using a Bradley or both the Bradley and Humvee. 
Give each player the proper handouts with their or-
ders (see Appendix 3: Player Handouts). The LT gets 
his own and the enlisted men share theirs.

Background
Over 5,000 years ago, several Alien beings landed 
in ancient Sumeria and set themselves up as Gods 
over the humans populating the area. Every need 
of these beings were seen to by their human priests, 
and in return for their obedience, the humans were 
given “gifts” of civilization. These secrets included 
working with Bronze, and Cuneiform writing. Over 
the millenniums since, most of these alien beings, 
such as Ea, left Earth. However, one has remained, 
Innana, the Goddess of Life and Death. In reality 
Innana is a scientist, who has developed methods 
of stealing the life auras of humanity to prolong her 
life and to fuel her experiments. These experiments 

include the creation of new and 
deadly creatures that serve her.

Since Sargon I conquered Su-
meria, every ruler of this land 
has paid tribute to Innana. This 
consists of sacrifices made by her 
Priests at her Temple of “Yemma 
D. Alaam” (Dark Mother.) The 
ancients and even the Saddam 
regime refer to her as the “Al-I- 
Imran al-Baqarah” or “Bringer 
of Fire and Hell.” When these 
sacrifices were not made, Innana 
allowed her unholy creations to 

run loose. They would brought fear and death to 
the people of the Middle East. When appeased and 
pleased with the sacrifices, she granted these rulers 
gifts of technology. Saddam offered sacrifices hoping 
to receive a gift from Innana, one that would destroy 
his enemies and allow him to become the new Gil-
gamesh of Mesopotamia. This weapon awaits him 
at Innana’s temple, currently hidden in the Room 
of Sacrifice. The Americans’ swift victory, prevented 
him from receiving this weapon, though recent in-

Sgt. Baker
All right girls, listen up! I am 
Sergeant Major Charles Baker 
and I’ll be offering you aid as 
you work your way through 
this adventure from Hell. I’ll 

be helping you cupcakes understand 
military terminology and game rules in 
various SitReps (Situational Reports-
Sidebars) throughout this game. I’m the 
daddy, and you will listen to what I have 
to say! Is that understood Soldier? Good!
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Iraq. Your unit has been here chasing shadows 
for two months now. Your mission 
is finding Saddam Hussein Loyalists 
and his weapons of mass destruction. 
Most of the people here have wel-
comed you, some with open arms, 
and others with bullets and rocket-
propelled grenades. Ambushes are 
common and deadly as the Allied 
death toll climbs every day. Today, 
your squad has been assigned a spe-
cial mission. Locate Fedayeen loyal-
ists in some remote village named 
Al-Baqarah and destroy them. 

Over the last three hours you have 
rode upon what passes for a road in 
Northern Iraq. Sand dunes and rocky 
hills cover the barren landscape. (if 
only one Bradley is used, read the 
following and ignore the sentence 
that follows:, “You have ridden far 
in a Bradley over many miles of des-
ert.”) Most of you ride in a Bradley, 
while others ride shotgun aboard a 
US Army Hummer. In the distance 
you spy the village. Not much to look 
at. Just a few, old, crumbling stone 
buildings at the base of a rocky plateau. 

Suddenly the earth shakes, as the lead Bradley 
strikes a mine destroying the tracks and some of 
the interior electronics. Miraculously, none of you 
were struck, though the vehicle is no longer op-
erational. Dark smoke fills the interior compart-
ment of the Bradley, and gunfire rings out from 
all around you. You have found the enemy. Now 
complete your mission.

The initial explosion destroys the Bradley’s suspen-
sion, bringing it to a halt. Each soldier has radio 
communications headgear allowing for excellent 
tactical coordination during this encounter. The 
smoke is from the burning tracks and some inte-
rior wiring and electronics that were damaged in the 
initial mine explosion. Though there is no threat of 
further explosion, the smoke  affects the soldiers and 

might scare them out of the Bradley. If the soldiers 
do not put on their gas masks the first 
round, then have them make Consti-
tution checks DC 10 at the begin-
ning of the second round. If failed, 
they spend that round choking and 
coughing. The Constitution check is 
cumulative for each round exposed 
DC 10 +1 per round. If they choke 
for two consecutive rounds, he/she 
takes 1d6 points of damage. 

The terrorist M60 gunner strafes 
the rear of the Abrams hoping to 
hit the squad as they dismount. The 
RPG armed terrorist takes a round to 
aim his weapon at the Humvee or the 
Abrams if the Humvee is not used. 
If more than half of the terrorists are 
pinned or wounded, they flee in dif-
ferent directions. Do not forget that 
½ cover is a +4 cover bonus, and a 
+2 Reflex save, while ¾ cover is +7 
cover bonus, and a +3 Reflex save. See 
Vehicle Information in the Appendix.

Section 1: The Village

Firefight

Surprise, 
Surprise, 
Surprise

After the first fight, 
inform any soldier 
who was killed 
that he is only un-

conscious. Be sure to allow Spot 
checks and Heal checks to see 
that anyone that suffered a death 
wound is not only alive, but are 
quickly regenerating tissue. It is 
an interesting dilemma for the 
good guys to decide what to do 
with the bodies of the slowly re-
generating terrorists. If they are 
left in the desert, in an hour they 
will be making their way towards 
the village and will attack the sol-
diers once more. However, don’t 
be too frightened, if the regen-
erated ones are killed, then they 
are permanently gone. For some 
reason the stabilizing wave only 
works once. Got it? 
Good.



Appendix 4: GM Maps
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Did you have fun? 

Try our other great adventures...

Get yours today at www.RPGNOW.com.
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OPEN GAME LICENSE Version 1.0a
The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast, Inc (“Wizards”). All Rights Reserved.

1. Definitions: (a)”Contributors” means the copyright and/or trade-
mark owners who have contributed Open Game Content; (b)”Derivative 
Material” means copyrighted material including derivative works and 
translations (including into other computer languages), potation, modi-
fication, correction, addition, extension, upgrade, improvement, com-
pilation, abridgment or other form in which an existing work may be 
recast, transformed or adapted; (c) “Distribute” means to reproduce, 
license, rent, lease, sell, broadcast, publicly display, transmit or otherwise 
distribute; (d)”Open Game Content” means the game mechanic and in-
cludes the methods, procedures, processes and routines to the extent such 
content does not embody the Product Identity and is an enhancement 
over the prior art and any additional content clearly identified as Open 
Game Content by the Contributor, and means any work covered by this 
License, including translations and derivative works under copyright law, 
but specifically excludes Product Identity. (e) “Product Identity” means 
product and product line names, logos and identifying marks including 
trade dress; artifacts; creatures characters; stories, storylines, plots, the-
matic elements, dialogue, incidents, language, artwork, symbols, designs, 
depictions, likenesses, formats, poses, concepts, themes and graphic, pho-
tographic and other visual or audio representations; names and descrip-
tions of characters, spells, enchantments, personalities, teams, personas, 
likenesses and special abilities; places, locations, environments, creatures, 
equipment, magical or supernatural abilities or effects, logos, symbols, or 
graphic designs; and any other trademark or registered trademark clearly 
identified as Product identity by the owner of the Product Identity, and 
which specifically excludes the Open Game Content; (f ) “Trademark” 
means the logos, names, mark, sign, motto, designs that are used by a 
Contributor to identify itself or its products or the associated products 
contributed to the Open Game License by the Contributor (g) “Use”, 
“Used” or “Using” means to use, Distribute, copy, edit, format, modify, 
translate and otherwise create Derivative Material of Open Game Con-
tent. (h) “You” or “Your” means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that 
contains a notice indicating that the Open Game Content may only be 
Used under and in terms of this License. You must affix such a notice to 
any Open Game Content that you Use. No terms may be added to or 
subtracted from this License except as described by the License itself. No 
other terms or conditions may be applied to any Open Game Content 
distributed using this License.

3.Offer and Acceptance: By Using the Open Game Content You indi-
cate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this 
License, the Contributors grant You a perpetual, worldwide, royalty-free, 
non-exclusive license with the exact terms of this License to Use, the 
Open Game Content.

5.Representation of Authority to Contribute: If You are contributing 
original material as Open Game Content, You represent that Your Con-
tributions are Your original creation and/or You have sufficient rights to 
grant the rights conveyed by this License.

6.Notice of License Copyright: You must update the COPYRIGHT 
NOTICE portion of this License to include the exact text of the COPY-
RIGHT NOTICE of any Open Game Content You are copying, modify-

ing or distributing, and You must add the title, the copyright date, and 
the copyright holder’s name to the COPYRIGHT NOTICE of any origi-
nal Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, 
including as an indication as to compatibility, except as expressly licensed 
in another, independent Agreement with the owner of each element of 
that Product Identity. You agree not to indicate compatibility or co-adapt-
ability with any Trademark or Registered Trademark in conjunction with 
a work containing Open Game Content except as expressly licensed in 
another, independent Agreement with the owner of such Trademark or 
Registered Trademark. The use of any Product Identity in Open Game 
Content does not constitute a challenge to the ownership of that Product 
Identity. The owner of any Product Identity used in Open Game Content 
shall retain all rights, title and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must 
clearly indicate which portions of the work that you are distributing are 
Open Game Content.

9. Updating the License: Wizards or its designated Agents may pub-
lish updated versions of this License. You may use any authorized version 
of this License to copy, modify and distribute any Open Game Content 
originally distributed under any version of this License.

10 Copy of this License: You MUST include a copy of this License 
with every copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the 
Open Game Content using the name of any Contributor unless You have 
written permission from the Contributor to do so.

12 Inability to Comply: If it is impossible for You to comply with any 

of the terms of this License with respect to some or all of the Open Game 

Content due to statute, judicial order, or governmental regulation then 
You may not Use any Open Game Material so affected.

13 Termination: This License will terminate automatically if You fail 
to comply with all terms herein and fail to cure such breach within 30 
days of becoming aware of the breach. All sublicenses shall survive the 
termination of this License.i

14 Reformation: If any provision of this License is held to be unen-
forceable, such provision shall be reformed only to the extent necessary 
to make it enforceable.

15 COPYRIGHT NOTICE
Open Game License v 1.0 Copyright 2000, Wizards of the Coast, 

Inc.
Modern System Reference Document Copyright 2002, Wizards of 

the Coast, Inc.; Authors Bill Slavicsek, Jeff Grubb, Rich Redman, Charles 
Ryan, based on material by Jonathan Tweet, Monte Cook, Skip Williams, 
Richard Baker, Peter Adkison, Bruce R. Cordell, John Tynes, Andy Col-
lins, and JD Wiker.

Inanna’s Kiss, Copyright 2004, 12 to Midnight, Inc.; Author: Ed 

Wetterman.

Designation of Product Identity:
The ‘12 to Midnight’ company name and logos and in-game versions of the same, the Inanna’s Kiss name, all artwork, maps, 
trade dress, and graphic design elements.

Designation of Open Game Content:
Everything in the “NPC and Character Statistics” section. Please remember that Open Game Content is still copyrighted material, 
and any use of Open Game Content from this publication must be accompanied by the following: “Inanna’s Kiss, Copyright 
2004, 12 to Midnight, Inc.; Author: Ed Wetterman”.
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